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To create a QBasic clone scripting language for PS4 in C++, you can use the following steps:

1. Create a new C++ project and add the following header files:

```c++
#include <iostream>
#include <string>
#include <vector>
```

2. Create a class called `QBasicInterpreter`. This class will be responsible for interpreting and executing QBasic code.

```c++
class QBasicInterpreter {
public:
  QBasicInterpreter() {};
  ~QBasicInterpreter() {};

  void Interpret(const std::string& code);
};
```

3. Implement the `Interpret()` method. This method will parse the QBasic code and execute the corresponding statements.

```c++
void QBasicInterpreter::Interpret(const std::string& code) {
  // Parse the QBasic code into a list of statements.
  std::vector<std::string> statements;
  for (const auto& line : code) {
    if (line.empty()) {
      continue;
    }

    std::string statement = line;
    while (statement.back() == ' ') {
      statement.pop_back();
    }

    statements.push_back(statement);
  }

  // Execute the statements.
  for (const auto& statement : statements) {
    // TODO: Implement the logic for executing different QBasic statements.
  }
}
```

4. Create a main function and use it to instantiate a `QBasicInterpreter` object and interpret a QBasic script.

```c++
int main() {
  QBasicInterpreter interpreter;

  // Load a QBasic script.
  std::string script = "PRINT \"Hello, world!\"\n";

  // Interpret the script.
  interpreter.Interpret(script);

  return 0;
}
```

This is a basic implementation of a QBasic clone scripting language for PS4 in C++. You can extend this implementation to support more QBasic statements and features.

## Additional notes:

* You will need to compile your C++ program using a PS4 compiler.
* You will need to use the PS4's file system to load and save QBasic scripts.
* You can use the PS4's display to print the output of your QBasic scripts.
* You can use the PS4's user input to interact with your QBasic scripts.
To demo an internet SSH file system of adhoc code files, you can use the following steps:

1. Create a new SSH server on your computer.
2. Create a directory on your computer to store the adhoc code files.
3. Add the adhoc code files to the directory.
4. Start the SSH server.
5. Connect to the SSH server from another computer using an SSH client.
6. Navigate to the directory containing the adhoc code files.
7. Edit and run the adhoc code files as needed.

Here is an example of how to do this using the `ssh` command on Linux and macOS:

```
# Create a new SSH server on your computer.
ssh-keygen -t rsa -b 4096 -f my_ssh_key
ssh-copy-id -i my_ssh_key.pub [your_username]@[your_computer_ip_address]

# Create a directory on your computer to store the adhoc code files.
mkdir ~/adhoc_code_files

# Add the adhoc code files to the directory.
echo "This is my adhoc code file." > ~/adhoc_code_files/my_adhoc_code_file.py

# Start the SSH server.
sshd

# Connect to the SSH server from another computer using an SSH client.
ssh [your_username]@[your_computer_ip_address]

# Navigate to the directory containing the adhoc code files.
cd ~/adhoc_code_files

# Edit and run the adhoc code files as needed.
nano my_adhoc_code_file.py
# Press `Ctrl`+`X` to exit the editor.
# Press `Y` to save the changes.
# Press `Enter` to confirm the file name.
python my_adhoc_code_file.py
```

This is just a basic example of how to demo an internet SSH file system of adhoc code files. You can extend this example to support more features, such as:

* Authentication and authorization: You can use SSH keys to authenticate users and authorize them to access the adhoc code files.
* File permissions: You can set file permissions to control who can read, write, and execute the adhoc code files.
* Version control: You can use a version control system, such as Git, to track changes to the adhoc code files.
* Collaboration: You can allow multiple users to access and edit the adhoc code files simultaneously.
To use C++ for PS4 development, you will need the following:

* A PS4 development kit
* The PS4 SDK
* A C++ compiler

Once you have all of the necessary tools, you can start developing your PS4 game in C++.

Here are some tips for developing PS4 games in C++:

* Use the PS4 SDK: The PS4 SDK provides a number of libraries and tools that can help you develop your game. Be sure to read the SDK documentation carefully to learn how to use these resources.
* Use a C++ compiler that is compatible with the PS4: There are a number of C++ compilers that are compatible with the PS4. Be sure to choose a compiler that is supported by the PS4 SDK.
* Optimize your code: The PS4 is a powerful console, but it is still important to optimize your code for performance. Be sure to use the PS4 SDK's optimization tools to help you get the most out of your game.
* Test your game thoroughly: It is important to test your game thoroughly on a PS4 development kit to make sure that it runs correctly. Be sure to test all aspects of your game, including the gameplay, graphics, and audio.

Here are some examples of how C++ is used in PS4 game development:

* Game engine: C++ is often used to develop game engines. Game engines provide a number of features that can help developers create games, such as physics, rendering, and input handling.
* Gameplay: C++ can also be used to develop the gameplay of PS4 games. This includes things like character movement, AI, and collision detection.
* Graphics: C++ can also be used to develop the graphics of PS4 games. This includes things like rendering models, textures, and lighting.
* Audio: C++ can also be used to develop the audio of PS4 games. This includes things like playing music, sound effects, and voice acting.

If you are interested in developing PS4 games in C++, there are a number of resources available to help you get started. The PS4 SDK website provides a number of tutorials and documentation to help you learn how to develop PS4 games. There are also a number of books and websites that provide information on PS4 game development.